
HHS	  Ignite	  2015	   6/18/15	  

Storytelling	  //	  UMD	   1	  

STORYTELLING
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2 billion people are in the dark.	  
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Lighting costs up to 30% of a family’s income.	  

Almost 1/2 the population of SE Asia lives without electricity.	  
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Your 4-minute Lightning Talk:
 

  
•  Decide on a goal with your team 
•  Consider the following flow… 

o  make us care about & get to know your user 
o  show us the problem they have 
o  convince us that your solution fits into their 

lives & answers their problem (show users 
interacting with prototypes!) 

•  Include an ask!, e.g. “come to our website to 
learn more” or …… 

Use elements of storytelling to make your 
presentation compelling. 
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Your 30-minute One-on-one:

•  Goal will depend on status of your 
project 

•  Might want to include longer version 
of points in lightning talk (user + 
problem + solution) 

•  Probably will include an ask: “Here’s 
what we’re going to do next & here’s 
what we need” 

Use elements of storytelling to make your 
presentation compelling. 

DESIGNING 
STORIES



HHS	  Ignite	  2015	   6/18/15	  

Storytelling	  //	  UMD	   7	  

Why is storytelling important?

• We are natural-born storytellers 
•  Stories are sticky 
•  Stories can convey more  

depth of information than  
lots of data and other content 
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action 

conflict resolution 

A story is a character-driven dramatic narrative.
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action 

conflict resolution 

A story is a character-driven dramatic narrative.

For your presentations,  
who is the character?
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PROCESS

1.  Prototype your story
— First layer: the story arc 
— Second layer: the personality 

2.  Craft your story

Photo credit: characterdesign.blogspot.com
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First layer: the story arc

action 

conflict 
resolution 

TWO EXAMPLE STORY ARCS 

(1) The “WHAT WE LEARNED” Story Arc 
 
(2) The “USER-CENTERED” Story Arc 
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A-HA 
MOMENT: 
What did we 
learn? 

THE 
EXPERIMENT: 
What did we do 
to test our 
hypothesis? 

ORIGINAL 
ASSUMPTION: 
What was our 
hypothesis? 

THE RESULT:
How has this 
affected our 
decision? 

THE “WHAT WE LEARNED”  STORY ARC
Use this story arc to highlight an 
exciting turning point, key moment or 
milestone in your design process.   

action

conflict

resolution

Time 

Te
ns

io
n 
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A-HA 
MOMENT: 
What did we 
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EXPERIMENT: 
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TRIED … 

A-HA 
MOMENT: 
What did we 
learn? 

THE 
EXPERIMENT: 
What did we do 
to test our 
hypothesis? 

ORIGINAL 
ASSUMPTION: 
What was our 
hypothesis? 

THE RESULT:
How has this 
affected our 
decision? 

THE “WHAT WE LEARNED”  STORY ARC
Use this story arc to highlight an 
exciting turning point, key moment or 
milestone in your design process.   

action

conflict

resolution

Time 

Te
ns

io
n 

WE 
THOUGHT … 

SO WE 
TRIED … 

WE 
LEARNED … 



HHS	  Ignite	  2015	   6/18/15	  

Storytelling	  //	  UMD	   14	  

A-HA 
MOMENT: 
What did we 
learn? 

THE 
EXPERIMENT: 
What did we do 
to test our 
hypothesis? 

ORIGINAL 
ASSUMPTION: 
What was our 
hypothesis? 

THE RESULT:
How has this 
affected our 
decision? 

THE “WHAT WE LEARNED”  STORY ARC
Use this story arc to highlight an 
exciting turning point, key moment or 
milestone in your design process.   

action

conflict

resolution

Time 

Te
ns

io
n 

WE 
THOUGHT … 

SO WE 
TRIED … 

WE 
LEARNED … 

WHICH 
LED US TO 
DO THIS … 

SOLUTION: 
What is the 
focus of your 
solution?  NEED: 

What is 
missing from 
their life? 

USER: 
Who are they?  
What do they 
want? 

OUTCOME/
IMPACT:
What is the 
outcome and/ 
or impact? 

“USER-CENTERED” STORY ARC
Use this arc to advocate for  
or present your solution.  

Time 

Te
ns

io
n 

character action

conflict
event

resolution
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SOLUTION: 
What is the 
focus of your 
solution?  NEED: 

What is 
missing from 
their life? 

USER: 
Who are they?  
What do they 
want? 
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IMPACT:
What is the 
outcome and/ 
or impact? 
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want? 
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“USER-CENTERED” STORY ARC



HHS	  Ignite	  2015	   6/18/15	  

Storytelling	  //	  UMD	   16	  

SOLUTION: 
What is the 
focus of your 
solution?  NEED: 

What is 
missing from 
their life? 

USER: 
Who are they?  
What do they 
want? 

OUTCOME/
IMPACT:
What is the 
outcome and/ 
or impact? 

Use this arc to advocate for  
or present your solution.  
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“USER-CENTERED” STORY ARC

SOLUTION: 
What is the 
focus of your 
solution?  NEED: 

What is 
missing from 
their life? 

USER: 
Who are they?  
What do they 
want? 

OUTCOME/
IMPACT:
What is the 
outcome and/ 
or impact? 

Use this arc to advocate for  
or present your solution.  

character action

conflict
event

resolution

Time 

Te
ns
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OUR ���
USER IS … 

OUR USER 
NEEDS … 

WE WILL 
PROVIDE … 

WHICH WILL 
HAVE THIS 
IMPACT … 

“USER-CENTERED” STORY ARC
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PROCESS

1.  Prototype your story
— First layer: the story arc 
— Second layer: the personality 

2.  Craft your story

•  “put me in the room” anecdotes 
•  Moments of reflection 
•  Show, don’t tell elements 

Second layer: the personality



HHS	  Ignite	  2015	   6/18/15	  

Storytelling	  //	  UMD	   18	  

“put me in the room” anecdotes
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moments of reflection

THIS WAS  
A REALLY 
IMPORTANT 
MOMENT FOR 
MY TEAM….
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“Show, don’t tell” elements

“Show, don’t tell” elements

PHOTOS & SKETCHES 
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“Show, don’t tell” elements

PROTOTYPES & VIDEOS 

“Show, don’t tell” elements

START IN THE ACTION 
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“Show, don’t tell” elements

HOOK THE AUDIENCE 

How does your story 

START? 

Video 
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Jane Chen
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Tim Harford
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Daniel Pink

Malcolm Gladwell
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PROCESS

1.  Prototype your story
— First layer: the story arc 
— Second layer: the personality 

2.  Craft your story

Photo credit: flickr // Ian Sane
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Photo credit: N. Kahn

Be intentional with what you show us.
“Capitalize on compelling visuals to tell your 
story.”  (-N. Kahn) Photo credit: N. Kahn
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Practice your delivery.
“How do you get to Carnegie Hall?  The answer is 
simple: Practice.”  (-N. Kahn)

•  Reading directly from the slides 
•  Dense slides with very small print 
•  Too much animation on the slide with things flying 

in  
•  Refer to outside documents – screen print of 

document that you can’t read 
•  Presenters aren’t speaking slow enough/clear 

enough for audience to understand 
•  When presentation is boring and long 
•  When you can’t relate to the presentation – not 

focused on  you/your needs 

Presentation Pet Peeves
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Wrap-up & Questions
•  Rely on storytelling elements to communicate 

your ideas 
•  Stories are character-driven 
•  Stories have 3 parts—action, conflict and 

resolution 
•  Process 

o  Prototype your story 
²  First layer: story arc 
²  Second layer: the personality 

o  Craft your story 
•  Email Erica if you want more help/advice: 

eestrad3@umd.edu 


